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leap Forward p026 



Reviews 

Games are getting outrageously expensive. 
You can rely on sappy, candy-coated game 
mags for guidance, or you can turn to us for 
real answers. IIiumate Games pulls no punches. 
If a game is great, we'll fill you in. If it sucks 
rocks, then we’ll be sure to tell you that, too. 
This month is kind of a mixed bag, but let’s 
dig right in, shall we? 

Wipeout pOEZ 

Psygnosis knows how to deliver 
next-gen visuals, that’s for sure! 

PGA Tour Golf’96 p064 

Street Fighter: The Movie p065 

Is the game better than the motion 
picture? See for yourself... 

Destruction Derby p066 

Philosoma p068 

Another straight shooter comes to 
the PlayStation. 

Power Pro Baseball p070 

Funny little fatheads provide plenty 
of laughs on the diamond. 

Gundam p071 

PlayStation’s premiere 3-D, first- 
person-perspective ’Mech game. 

Clockwork Knight 2 p072 

enough to save this sequel? 

Extreme Sports p074 

Two-player, split-screen excitement 
in the same vein as Road Rash. 


NHL All Star Hockey p076 

Does Sega’s much-awaited 32-bit 
hockey game deliver the goods? 

Last Gladiator p078 

The realism of this pinball sim is 
truly astonishing! 

Fantastic Pinball p079 

One of the wackiest, weirdest 
pinball games of all time 

Battle Monsters p080 

Oooh, we’re scared! Way of the 
Warrior meets Primal Rage. 

Dark Legend p081 

fighting action, take note! 

Lemmings 3D p083 

Is this game's complexity for better 

Novastorm p084 

Knock, knock. Who’s there? FMV. 
Go away, please. 

Mortal Kombat 2 pQSG 

Saturn freaks rejoice! All that’s 
missing is the coin-slot. 

Power Serve p088 

Tekkenstyle tennis players on a 
three-dimensional court. 

Total Eclipse p090 

Is it really that much of an 
improvement over the 3DO 
version? 

Discworld p091 

This adventure game provides a 
nice break from killing things. 

MICRO REVIEWS p092 

Everything else, plus a couple of gems 
that came in too late for full review. 












W ack in May, 3DO started the first part of what it has termed a “Three-Phase” launch cycle which will 
| A hopefully lead to a Christmas release for its 64-bit M2 upgrade. Phase One was those M2 demos 
I I 1 shown at the E 3 show (you know the ones). Phase Two (now ongoing) is mainly about getting the 
I | ^ development systems out and should result in an official list of licenses soon. In Phase Three, 
3DO will actually start showing off real software and a list of initial titles. 

Of course there's plenty of speculation as to whether or not 3DO can get the M2 out in time for holi¬ 
day shoppers and how much software can be finished by then. Considering that 3DO doesn't want (or 
need) another disastrous, anticlimactic launch. Killer Apps will be a necessity for survival this time around— 
especially with the great whites swimming hot on 3DO's heels. 

Though still unofficial, support is already coming from many of 3DO's old standards. Apart from the obvious, 
like Panasonic and Studio 3DO, look to Crystal Dynamics, Virgin, Electronic Arts, JVC, Goldstar and American 
Laser Games, among others, for M2’s softs. Most exciting of all, however, is Williams, who, it seems, will be 
jumping aboard the M2 bandwagon, thanks to Panasonic's recent alliance with them. With Williams aboard and 
taking an active interest, 3DO-only arcade games may finally be a reality. 

Currently, very little is known about specific titles. Panasonic will be releasing an M2 sequel to its horror 
adventure, D, later next year which will be done by the same Japanese company as did the soon-to-be-released 
original. Another M2 title. Eye Spy, is from one of 3DO’s smaller developers. The game involves creating new 
insects from the genetic material up, letting them loose in a biosphere environment and seeing how they sur¬ 
vive. Cerebre, the developer, promises a game unlike any other and one that should combine elements from 
various gaming styles (possibly including fighting and first-person exploration). It sounds weird, and originality 
is something rarely seen, so this could be a welcome title. 

As of now and probably until the Ultra 64, the M2 is the ultimate polygon-pumping monster. M2 can heave a 
massive amount of fully textured polygons—somewhere between 750,000 and 1 million—so a 3DO polygon 
fighter would seem inevitable. “Anything you can do, I do better" seems to be the philosophy behind the M2's 

(^ULTIMATE 




















design and it seems to have the silicon to back it claims of seven to ten times more power than anyone. 
Compared to the competition, it's faster, has more memory, can manipulate more objects and create more 
unreal graphic affects than either Saturn or Playstation. Sitting on top of the old 3DO board, M2 supplies a 
customized Pentium-killing Power PC 602 chip and ten custom coprocessors that, according to specs, do 
everything but wash your windows. Talk to developers and the official word on M2's power is,“incredible." 

The M2 is 3DO's big (and probably last) chance to regain control and market share, so the hardware has to 
be impressive. And it is. Software support looks very good and is rapidly expanding too. 3DO can finally start 
getting the big name games, and M2 could definitely be a big winner in the new year. 




ItlNTjENDN’S RHO- 
IUT10NARY COIN-OP 
project. Killer 
Instinct, mit not 


followed by Europe and finally the US. 

OK, so there are no Ultra 64 owners yet, but if there were, they’d be very 
unhappy. Nintendo is doing two things which may make prospective Ultra on 
a little miffed. One: Killer Instinct will appear on Super Nintendo (as you already 
know). Two: Cruis’n USA will appear on the Ultra 64 in a heavily modified form. 

Nintendo says the Ultra version will be better, but they 
had made an awfully big fuss about how “arcade-perfect” the 

titles were going to be. But the really annoying news is that the ultra 64 will probably 
never even see a real conversion of Killer Instinct, but rather an enhanced version, or 
more probably, a sequel. OK, so it isn't really bad news, but it is a breach of promise 
and it is annoying. 


Do you live in a state where gambling is illegal? Most of us do, but a new development in interactive gam¬ 
bling could change that. A company called Lone Star Casino Corp. is presently setting up an online gambling 
system on Tinian Island, part of the US Commonwealth of the Northern Mariana Islands. 

Obviously there are still legal problems with logging on from non-gambling states, but full betting facilities 
will certainly be made available to computer users in the Far East and some parts of Europe. 

IWETE 

You may already know this by now, but if you bought a Sega Saturn 
between September 2nd and September 30th, you would have received a 
free copy of both Clockwork Knight and Worldwide Soccer. This is 
Sega's last-ditch attempt to draw attention away from the launch of 
PlayStation. A great little bundle deal, no doubt about it, but it's a shame 
the offer was so short-lived. 
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NINTENDO EDGES 



machine would debut in December, but 
our Japanese sources tell us the launch 
has been delayed because of a piece of 
Super NES software. Dragon Quest 6 
is the offending Super Famicom game, 


“This 


one promise 



until the Shoshinkai show later this 
year, it has been described. In appear¬ 
ance, the joypad will share some of 
the features seen on the Virtual Boy 
controllers, perhaps the pistol-grip 
handles. That however, is where the 
similarities end. The Ultra Famicom 
joypad will have an extra control 
device attached, in this case a small 
analog device. This is believed to be a 
small, concave, rubber button into 
which the user inserts his or her thumb. 

Analog differs from standard control 
protocol, in that it allows the user to 
apply various degrees of control. PC 
flightsticks use this kind of system, 
allowing the player to turn hard or soft, 
or move faster simply by applying 
faster, stronger pressure to the device. 
The whole point of the Nintendo sys¬ 
tem is to allow the user greater and 
easier freedom of movement in a 3-D 
environment. 

For example, if you were playing 
Ultra Doom, the controller would the¬ 
oretically allow you to move wherever 
you wanted using the normal joypad, 
but also allow you to look around you 
with the analog device. In gaming 


fo 


Nintendo 


no choice but 


ahead of the Ultra 64 in terms of 
Nintendo’s order of precedence. 

The news of the delay was soon 
followed up by more details on the 
supposedly revolutionary controller. 
Although no one will see the device 




launch of Killer Instinct. 

NES are respectively called Famicom 
and Super Famicom in Japan, so this 
would seem like a logical name choice. 
One other interesting thing about the 
Japanese machine is that it may come 
several different 
colors. It has 


this controller, in an attempt to set the 
abilities of the Ultra 64 apart from the 
impressive nature of the competition. 
The machine is being directly billed as a 
3-D gaming experience. There will be 
side-scrollers and conventional shoot¬ 
ers for the machine, but 3-D is definitely 
the key aspect. 

The Ultra 64 still has no official title 
in Japan, but is being referred to as the 
“Ultra Famicom.” The NES and Super 


choice of three different colored 
machines: red, gray or blue. That 
approach proved popular when the 
company offered a similar choice of 
Game Boys. 

new game systems is split pretty much 
evenly between Saturn and PlayStation. 
The Sony machine’s lower price has 
given it a big advantage, but the forth¬ 
coming release of Virtua Fighter 2 
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Sega’s favor. The Ultra 64 will 
have to face a lot of competi¬ 
tion when it launches but 
Japanese insiders are con¬ 
vinced it will take the market 
with relative ease, thanks to 
the simultaneous release of a 
64-bit Final Fantasy game 
on Day One. The Final 
Fantasy series has been an 
unprecedented success in 
Japan since the first game 
was released on the 8-bit 
Famicom and it’s difficult to 
convey to an American 
audience just how impor¬ 
tant a title it is. It will lit¬ 
erally ensure the success 
of the machine. 

In America however, 
the success of the Ultra 
64 will depend on other 
titles. RPGs simply don't 
carry the kind of weight here 
as they do in the Land of the Rising 
Sun. The Ultra 64 is due to be launched 
with a catalog of well-known titles, but 
these are closely guarded secrets at the 
moment. What we do know is that the 
original plan to ship the machine with 
Killer Instinct has been altered. A 
version of Killer Instinct will launch with 
the Ultra 64, but will be massively 
enhanced for play on the Ultra 64. 
Rumor has it that the machine will actu¬ 
ally launch with the as yet unseen Killer 
Instinct 2. Again, rumors and specula¬ 
tion on the Ultra 64 are rife, so placing 
credence in leaked facts is not as safe a 
bet as it used to be. 

Good news for Cruis'n USA fans is 
that an Ultra 64 version will also be 
available early next year, but with an 
improved frame rate and generally bet¬ 
ter graphics. Nintendo's early claims 
that both these games were based on 
Ultra 64 hardware are utterly false. Both 
games were designed to run on hard¬ 



ware with little or nothing in common 
with the new machine. If you remember, 
Nintendo also promised that Killer 
Instinct would only ever be available on 
the Ultra 64, and now the Super 
Nintendo has its own version. 

Shigeru Miyamoto is being proudly 
hailed as the father of 64-bit gaming 
and is currently involved in at least four 
projects, moving from the US to 
Nintendo's Kyoto headquarters as the 
projects require. One of the most 
exciting projects that Mr. Miyamoto is 
working on is a flying game being pro¬ 
grammed by Paradigm Simulations here 
in the US. It’s widely believed that this 
will be an Ultra 64 version of 
Pilotwings, a game Mr. Miyamoto has 
widely expressed an interest in doing. 
64-bit Mario and Zelda titles are also 
in the works, but no announcements 
about release timing or completion 
status are available. 

So, Ultra 64 is late, no-one 


any of the games yet and still the feel¬ 
ing in the industry is that this is the 
platform to beat. Nintendo is putting a 
lot of faith in the patience of gamers. 
Sure it'll be a great system, but it’s a 
year late and many potential customers 
will already have a Saturn or a 
PlayStation by the time it comes out. 
There isn’t a bookie in the world who'd 
take odds on this one. 
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A QUAKE 



Enter Quake. It has been reported 
that on an evolutionary scale, Quake is 
to Doom what Doom was to 
Wolfenstein 3D. Player interaction fac¬ 
tors into this equation. The game is uti¬ 
lizing a totally new graphics engine. By 

ble of creating real-world environments 


“Instead 
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NOMAD PREPARES TO SEARCH FOR GAMERS 



some of the older Genesis titles, such 
as Forgotten Worlds. And although 
there’s no link-up facility, a second con¬ 
troller port is included to accommodate 
two-player games. Nomad also offers 
audio and video output jacks which 
enable games to be played on standard 
TV's and monitors. Power is supplied by 
six AA batteries—good for approximately 
three hours of on-the-go play. An AC 
adapter is available as well. 

While it’s certainly a great product, 
there are some things which just can't 
be done with the Nomad. The 32X will 
not be compatible (short of making 
some scary modifications to the thing) 
nor will the Sega CD. Master System 
players note that the SMS Power Base 
Converter will not work with the Nomad 

gamers access to the more than 600 
portable play. 

We put Nomad to the test and found 
it to be a very quality-oriented product. 
The color LCD screen is a definite step 
up from the one built into Sega's Game 
Gear, in that “submarining” (on-screen 
blurring resulting from graphics advanc¬ 
ing at a high rate of speed) has been 
significantly reduced. Sega’s technolog¬ 


ical improvements have translated into 

much easier to view. We played Comix 
Zone, X-Men: Clone Wars and 

happy to report that all games per¬ 
formed flawlessly. 



We still remember classics like 

Dynamite Duke. 


The unit is set to retail at “under 

these days—but then again, what other 
handheld game system offers this kind 
of extensive game library? Nomad 
should have no problem finding a home 
amongst Genesis fans. 



Play Holyfield's “Real Deal” Boxing on 
your flight to the next Tyson fight. 

































‘AlSlage-|jl§l 

jiimy 

pSrofjiy Licjjjffi 






32-BIT 



O f all the sports video- 
game genres, football is 
the most popular by far. 
The popularity of a single 
game, Electronic Arts’ 
John Madden Football, 
was enough to determine Sega's 
fortunes for years to come in the 
16-bit platform war with Nintendo. 
Indeed, had it not been for that sin¬ 
gle title, the Saturn might never 
1 have come 

J to be. 

Now 
I the era of 
| 3 2 - b i t 
1 gaming is 
upon us, 
I and not a 
moment 
I too soon. 
3 Clearly, 
6 - b i t 

football has reached a plateau; the 
last several incarnations of our 
favorite games have changed little 
beyond player names, stats and the 
mandatory “new feature,” such as 

EM™! 



player creation 
or trading capa¬ 
bilities. But what 

can we expect from the forthcoming 
32-bit games? 

Amazing as it may seem, the first 
32-bit video football game is already 
over a year old—EA’s John Madden 
for the 3DO. The game's use of 
advanced video processors, CD au¬ 
dio and CD-ROM storage showed 
how superb graphics, detailed ani¬ 
mation and digitized video footage 
could take the “standard” football 
game to new heights. When you add 
in the knowledge learned from de¬ 
veloping for PC CD-ROM, new tool 
kits for developing true 3-D environ¬ 
ments, and the special hardware 
features of the new consoles, in¬ 
cluding specialized graphic chip 
sets and multi-function controllers, 
you realize the possibilities are 
amazing. As you’ll see in the follow¬ 
ing previews of upcoming titles 
from Digital Pictures, Electronic 
Arts and Sega, 32-bit football is 
about to arrive in style. 



























scrimmage. If you see something in the de¬ 
fense you don’t like, 
play selection, you have the option of calling 
an audible to stay out of trouble or exploit a 
weakness. 

Because this is a quarterback simulator, 
there is no defensive control to speak of. If 
you lose possession of the 
through a turnover or punt, you’ll see a “high¬ 
light" clip depicting what the other team’s of¬ 
fense was able to do against your defense. 
You’ll either get the ball back at a certain 
point on the field or see the other team 
score. Unlike other Digital Picture sports 
games, Quarterback Attack does include a 
two-player mode, although play is not simulta¬ 
neous. The first quarterback takes control of 
his offense, while Player 2 cheers on his de¬ 
fense. When a change in possession occurs, 
Player 2 takes the field as the opposing 
team's quarterback and tries to score against 
Player 1 's defense. 

Watching your opponent play while wait¬ 
ing for your team to get the ball back isn’t a 
bore, thanks to the excellent production val¬ 
ues of the video footage. During the two- 
week shooting schedule, over 900 plays were 
filmed, ensuring variety that will keep the 
game fresh (not always an easy thing to do in 
a FMV game). The action is hard-hitting and 
as realistic-looking as anything you've ever 
seen on TV. "The guys we used to shoot the 
game had a lot of experience shooting foot¬ 
ball," explained Zito. The athletes played so 
hard that there were 15 injuries during the 
shoot. “The first day I was there [at the 
shoot] I was worried,” said Zito, “because I 

each other. But the doctor told me that if in 
fact we did tell them to run at half-speed or 
hit half as hard, they’d hurt themselves even 
worse. They're football players, and that’s 
what they do. ’’ 

Of all the aspects of the game, Zito is 
probably most proud of the sound. “The 
sound is almost better than the pictures,” 
Zito claims. “You feel like you're in a stadium 
with 65,000 people. No one will have ever 
heard a game that sounds like this one; when 
you're tackled, you can feel yourself going 
down and hear the bones being broken. The 

the sound for many of the football movies. 


B : 

: 


I eing a rook¬ 
ie quarter¬ 
back, 
you’re sus¬ 
ceptible to a lot of 
criticism, so of 
course some of it’s 
good, some of it’s 
bad. 


We actually break two-by-fours for some of 
the sounds of the hits. ’’ 

It wouldn’t be football without statistics 
and replays, and Quarterback Attack has 
both. The game tracks extensive quarterback 
statistics and calculates your QB Rating just 
like the NFL. Compare your own QB Rating 
to your favorite NFL stars or use the rating, 
rather than the score, to determine the win¬ 
ner in two-player mode. Replays can be 
viewed in either normal speed or slow 
motion, great for viewing that spectacular 
catch or mind-numbing sack. 

By taking advantage of the latest 32-bit 
horsepower, Digital Pictures is building on the 
interactivity pioneered in Prize Fighter to cre¬ 
ate a new generation of photo-realistic sports 
games. Based on what we’ve seen of the 
work in progress, Quarterback Attack goes a 
long way in fulfilling every armchair quarter¬ 
back's fantasy! 


■ IRHSS 


I had a chance to 
chat with Bears 
legend Mike Dit- 
ka shortly after 
the shooting of 
the footage for Quar¬ 
terback Attack was 
complete. Candid as 
ever, the coach com¬ 
mented on the mak¬ 
ing of the game as 
well as the Raiders, 
baseball and the 
state of the NFL in 
general. 


UG: Coach, let’s talk a bit first about how 
you got hooked up with Digital Pictures to do 

Quarterback Attack. 

MD: They gave me a call; they already had 
in mind pretty much what they wanted for the 
guy who was gonna interact with the player 
who’s playing the game as the quarterback. 
They knew which coach they wanted and 
came to me. I looked at what they wanted to 
do, did the deal, and we shot it. I was really 
satisfied with what we did in the shooting; it 
was very realistic in the lingo and the conver¬ 
sation. It’s different because the person 
playing the game will interact with me as the 
coach. On the good plays he’ll be compli¬ 
mented; on the bad ones he'll be bawled out 


scripted out with the director? 

MD: I didn’t have to reach, I remember it 
very well; both the good ones and the bad 
ones. I’m sure a lot of other people do too. I 

which is nothing I lose any sleep over. 


MD: I didn’t really get into the technical 
end. but there’s enough strategy. It’s not NFL 

NFL played The strategy isn’t much differ¬ 
ent than most of the other games that are 
out there. The big difference is in the interac- 

UG: Where did the shoot take place? 





INTERVIEW WITH 


MD: Out at El Sorento College 
California. When you see the game played, 

stands and see what it all looks like because it’s 
all very, very realistic. They did a heck of a job 
with that, I think. 

UG: Would you say the quarterback in the 
game, the character that the player plays, was 
modeled after any quarterbacks that you 

MD: h 

any quarterback that I coached (laughs). He’s a 
rookie quarterback. Being a rookie quarterback, 
you’re susceptible to a lot of criticism, so of 
course some of it's good, some of it’s bad. But 
you're also susceptible to a lot of praise, a lot 
of coaching. I mean, it's not all negative [in the 
real game], believe me, and it’s not all negative 
in this either. 


You gotta get it to¬ 
gether; you gotta live up to your credentials! 
You’ve got some big clippings on yourself; let’s 
live up to ’em!” You know, stuff like that. 


UG: In the pros, who would you say 
best quarterback that responded 
coaching? 


MD: I really think they all did. You’d have to 
talk to them personally, but I think they did. 

thought I had a good relationship with 
McMahon; I thought I had a good ’ 
tionship with all of ’em. There w> 
things that were said and done o\ 


MD: I think the broadcasting experience 
makes you more at ease in anything you do. I 
think the more you're in front of a camera, the 
more you feel comfortable in front of the cam¬ 
era. But I don’t know if it helped that much. I 
think that my coaching experience probably 
helped the most. 

UG: Do you actually ever play any of these 


MD: I’ve played a couple of ’em and they’re 
enjoyable. I mean, it’s like in a regular game. 
There’s a lot of human error involved, but there 
are some things in these games—s 
you don't understand why the ball bour 
way it does, but it does; but that’s the 
in real life. There’s not much difference. 


MD: I think it will be the personal 
between the player and the coach. The interac¬ 
tion, I think, will be the biggest thing. 


filming? 

MD: Oh, w 














" Hey, lets take a shot at it." 

UG: Great; I think the game misses you. 

MD:(Laughs.) The game misses some iden¬ 
tities, I’ll tell you that. They’re trying to get 
everyone to look like a clone out there, and 
that’s stupid. 

UG: Back to the broadcasting. Has that 
changed your perception of the game at all? 
Have you gotten any different insights that 
you didn’t get on the field? 

MD: Well, I think when you sit back and 
you watch every team play every week, you 
really see the preparation that other coaches 
put into the game. Also, I think you have a 


joke. You have people on 
the baseball side negotiat- 

people, they're lawyers. 
And basically you have 
people who've never 
played the game on the 
other negotiating— 
they have a lawyer too. 
You wonder if they have 
best interests of the 
and I don’t think they do. 
And that’s what pisses you off. 

UG: Yeah.... 

MD: And that's what bothered me about 
football. I kept saying, "This game is bigger 
than the people in the game.” The game is 
gonna be here when we’re gone, let’s face it. 
We’re just passing through; we’re gonna take 
a moment in time and participate in it. Let’s 
give it our best, let’s give something to the 
game, and let’s take out of it whatever we 
can take out of it; but let's give something 
back to the game. That’s what I've felt all 
along, so it kinda burns me up when I see 
some of the things I see. The game's the 
most important thing. 

UG: What do you think of the Raiders mov¬ 
ing back to Oakland? 

MD: Well, hopefully they’ll get their old 
Oakland mystique back. They certainly didn’t 


T he game is gonna be here when 
we’re gone, let’s face it. We’re just 
passing through. 


league, and I really like that. But you also see 
some things you don’t like in the attitude of 
certain players. To me, I think there needs to 
be more discipline in all of sports. I think that 
players have to understand that they have a 
tremendous obligation to the public and to 
give back, because the public is giving them 

thing back. 

UG: I think that last year really helped the 
NFL as a whole, because it were the one 
sport that didn't really have the specter of 
labor disputes hanging over them, and the 

ing the game. 

MD: Right. They work hard to get the labor 
disputes over with, and anything can be set¬ 
tled, but this thing in baseball is a complete 


have it in L.A., and I think it would help them 
tremendously. I’ve always felt that Oakland 
was the city the Raiders belonged to; I called 
’em the Oakland Raiders for years after they 
moved to L.A. It's a shame to see L.A. with¬ 
out a team. That’s the tragedy, to me. I think 
it will only be two years before they put a 


UG: You were at Accolade for a while and 

making these games? Would you like to keep 
making them? 

MD: If we keep making them is up to the 
people making the games. If they feel I fit into 
it, then yes. In the situation with Digital, I 
think they thought I was a good fit for what 
they wanted to do, and that's why I was a 
natural for them. 


aking what they 
learned from 
creating the first 
32-bit football 
game, Electronic 
Arts' goal for 
Madden ’96 
(Playstation, PC-CD) is to 
merge its award-winning 
playability with all the glitz and 
glamour of a Fox Network Sun¬ 
day telecast. After the game- 
day introduction from the stu¬ 
dio and checking in with Leslie 
Visser on the sidelines, James 
Brown sends you to the booth 
where 
John 
Madden 
is joined 
by his 

tary part¬ 
ner, Pat Summerall. 

to interactive television as you can get. For ex¬ 
ample, authentic Fox broadcast music and 
screen graphics are used extensively, and as 
Summerall calls the play-by-play, he uses the 
actual names of the players. While the 3D0 
version featured 40 different “Maddenisms,” 
the Playstation version includes nearly 100 
audio clips from the coach. 

The player graphics and animation exploit 
the 32-bit platforms to their fullest. Six real NFL 
players were digitized using state-of-the-art 
motion capture technology, resulting in over 
400 different animation sequences. Thanks to 
the increase in processor power, the players in 
the Playstation version are 30% larger than 
those in the Genesis version, standing nearly 
50 pixels tall. The game includes the standard 
Madden animation we’ve come to expect, such 
as end-zone dances and head-butts, along with 
12 special 3-D computer-rendered animation 
sequences that are displayed after spectacular 
touchdowns or thunderous sacks. Thirty ren¬ 
dered NFL stadiums and multiple camera 
angles round out the special graphic features. 

When it came to the game's interface, the 
design team took the approach of “if it ain’t 

the new controllers to add more options. Jukes 
are now an integral part of the game and will be 
executed via the Left/Right triggers found on 
the new 32-bit console controllers. Since the 
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As Rohde took me through the demo, it 
was clear that the extra effort required had cer¬ 
tainly paid off. The large players look great, are 


"WE’RE USING 3-D 
P0LY00N-BA8ID 
PLAYERS,” 8TATE8 
ASSISTANT PRODUCER 

Gerald DeYoung. 
”It’b sort of Yir- 
tua Fighter meets 
the NFL. 


giant field, which utilizes a vibrant color pallet. 
The lack of quality sound effects has been 

as a platform, a situation Rohde intends to rec- 

thing that this system can do better than the 

which is kind of frustrating. The Genesis only 
has one digital channel; this game [on the 32X1 
can have up to four with the driver we are us- 
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Since the debut of 
Populous in 1987— 
which is among the most 
influential and best-selling 
computer games of all 
time—Bullfrog Productions 
has remained one of the most 
innovative and exciting game developers in the 
world. From Syndicate to the more recent Magic 
Carpet, each subsequent Bullfrog release has set 
the standard for others to follow. 

Now Bullfrog is in the midst of its most productive 
year yet. While primarily a PC developer in the past. 


it is now developing for 
the 32-bit systems and 
porting some of its more 
recent classics. All together, 
Bullfrog will be releasing 
seven brand new games 
over the next few months (a 
number which will instantly double their catalog), 
and numerous 32-bit versions of PC standards. 

The following is a look at what's coming up in the 
next year from Bullfrog, a list extraordinary for its 
diversity, as well as its attention to both quantity 
and quality. 
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At last, (iliail 

Sam Tramiel talks to Ultimate Gamer 
about the past, present and future of the most 
influential game company ever. 
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UG: I know Tempest 2000 is being rel 

Sam Tramiel: It sold very well. One 
thumb from playing it! It's a great game 


ised for the PC. Can you tell me 
3 of the best titles for the Jaguar 

mous analyst got a blister on his 


t generation of 32-, 64-bit, there’s a 
'he marketplace is still there, all thos 
l is where are they going to play it? 
iew systems? There’s just confusion 
ffordable price. And they'll just buy 


point where people spending $6 bil 
away? They’re going to buy something. 

Sam Tramiel: They haven’t gone away 


UG: There's an interesting trend we've noticed. We just visite 
Pictures, and they don’t feel confident putting any support tow 
these console systems. But they feel more confident in the PC 
thing else. As a matter of fact, all their products have sold bet 
than any other platf 


Sunsoft are having significantly hard 

UG: Any 


to pay att 


it. On thr 


a huge marketplace 


2 only hundre 
UG: At least they’re making 32-bit and above. Ins 
Sam Tramiel: Exactly, se 


lis PC mi 


t’s gigantic. V\ 


UG: Currently the Jaguar platform has a higher installed base than th< 
Saturn. 

Sam Tramiel: Higher than Saturn but definitely less than 3DO...a lo 


ent you want to make on that, maybe no 
but just the industry in general? 

Consolidation. Ithink it’s very much like 


a few distributors of software. That’ll h 

UG: Getting back to Atari, you’ve made some interesting, rather impres¬ 
sive new appointments within the company. I wonder if for the record you 
could just go over who some of the new personnel are, what their function 
will be, and how will they beef up Atari’s strength when it comes to the 
platform war this fall? 

“ — “ i most important change 


Ted H( 


at Time/Warner, Atari Gi 
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le left an 


UG: A 


UG: I'm told Satums are selling at a rate of about 700 units nationally 
Sam Tramiel: That might be true. We’re a little higher than that. Our big 


UG: So this incredibly expensive Sega system is obviously not cleaning 
up. You’re ahead of them now. Do you think that some of what you said 
E 3 is starting 1 


ih, John Currell. He’s one of the VPs of Softwa 
>evelopment. We’ve hired a lot of other Sega people, PA people, i 
jrent kinds of levels in the company. Our big push is getting the s< 
)r Jaguar moving. Before I came here, we were having a review. V 
sviews twice a week on all our software. The software looks fanta 
ur big emphasis, of course, is software. We are also working or 
. That’s a 1996 and beyond product. The code name is Jaguar 2 
light call it something els 
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they happen by accident. 
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Can you spot the elephant in this picture? 



If so, you’re probably smart enough to figure out 
that paying $149 for a 64-bit Jaguar makes more 
sense than paying over $300 for a 32-bit system. 
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BLADEFORCE 


with the exception of a handful of games 
like Road Rash, SSF II Turbo, Return Fire 
and Need for Speed, there have been rela¬ 
tively few "must-have” titles available for 
it. The amazing thing is, with the next-gen¬ 
eration competition closing in, you'd 
expect things to be winding-down for 3DO. 

Not with games like this one. 

Bladeforce could very well be the 3DO 
killer-app of the year. The game's overall 
package is very appealing; from its graph¬ 
ics, to fits control method, the game just 
smokes. The year is 2110 and the crime 
rate of Mega Grid has gone absolutely out 
of control. Evil, scum-sucking criminal 
bosses like Terrence Pitt have their mobs 
of trigger-happy thugs to 
do their bidding. But no, 
you’re not going to take 

Using a heli-pack, you fly 
through levels in first- 
person perspective. The game’s big appeal 
lies in its no-rails-mentality; you can go 
wherever you want to. There's plenty to 
destroy as well, although the majority of 
targets at this stage of development are 
red-glowing turrets and the like. Hopefully 
we’ll see a little more variety by the time 
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PRIMAL 

RAGE 


T ime to: crank up the sound system. 
Primal Rage has found its way 
onto the 3DO and as things stand 
right now, this is the hottest home conver¬ 
sion so far. 

First things first. Aside from a slight 
shrinkage in characters, the graphics have 
largely been kept intact. The beasts are 
rendered nicely and move at a pretty re¬ 
spectable, if not perfect, frame rate. There 
is plenty of parallax as well. 

In the control/playability department, re¬ 
sponse times and collision detections are 
all in place and the game feels very close 
to the arcade version. Okay, so you may 
have to deal with the clunkiness of the 
3DO control pad, but hey—who said life 
was fair? To get that true Primal coih-op 
feel, we attached a Genesis-compatible 
arcade stick to an adapter and plugged 
those into the 3DO's control port. It makes 
a real difference. 

The Endurance Match feature on the 
3DO version lets two players hand-pick 
four creatures each. This is similar to tag 
team-style play found in games like King 
of Fighters '94 and '95. Players battle it 
out using selected characters in a consec¬ 
utive order, the goal being to outlast the 
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FOESOFALI 



I love Tuesday nights. That' 

command of the castle by grabbing a 
cold Miller Genuine and switching on the 
Sony to get my weekly dosage of boxing 
action on USA's Tuesday Night Fights 
There’s nothing more basic than two men 
getting into a ring to test their wills. 

There have been some valiant attempts 
re sport of boxing t 


practically any angle imaginable 
via the L and R buttons. Next up 
is control. EA has done a mar¬ 
velous job with providing realis¬ 
tic—not to mention vital—moves 
for real world boxing. Setting up 
the jab, feinting punches 


jt many titles have fallen using side-to-side movements 



short of the mark. I always had a feeling 
that someday, somebody would create the 
perfect boxing game. That day has come. 

Foes of Ali, from EA Sports, is a very 
ambitious project. The game breaks new 

ground in several respects— 
*rmost notably the variety of 



vidual viewpoints are acces¬ 
sible: Referee, Judge, 
Shoulder, TV Broadcast, 
Glove Cam and Overhead, 
among others. And if none 
of those cut it for you, you 


all essential boxing tools and nec¬ 
essary for a successful bout. Character 
movements animate smoothly, although 
they sometimes feel sluggish. It's still early, 
though, so we’ll see how that shapes up. 

The 3DO hardware has gotta be 
smoking on this one. The visual aspect of 
Foes of Ali is simply fantastic and gives 
even the mighty PlayStation a run for its 
money. The faces of legends like Ali, Fra¬ 
zier and Spinks are rendered very nicely 
and recognizable even at super-close- 
range. The only no-show is big George 
Foreman, presumably because of prior 

contractual obligations to Acclaim's 



The 3-D approach is an obvious 
choice for boxing games. In first- 
person perspective, if you accumu¬ 
late heavy damage to the head, your 
vision becomes more and more 
blurred. Fighters faces can become 
bloodied too. I for one am really 
looking forward to the final on this 

get it on I" 

—Jim Loftus 
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T he whole Wolfenstein/Doom thing 
has been working pretty well for many 
game developers. Well-known titles 
like Dark Forces and Alien vs Preda¬ 
tor have provided players with three- 
dimensional, realistic environments. And 
while there are a lot of "me-too" 3-D 
games available, the odds of any one of 
them being innovative are slim to none. 

PO'ed is different. The game takes the 
standard walk-through-hallways scenario 
and turns it on its side. Fitted with a jet 
pack, your character has the ability to 
hover around his environment and truly in¬ 
vestigate his surroundings. This is much 
more three-dimensional than the usual 
approach. Although a bit difficult to get the 
hang of at first, up, down, forward and 
backward movements are all possible. 
Kick-in your jet pack and head straight to¬ 
ward the ceiling; then, tap your forward 
thrusters a bit to drop downward and land 


The enemies in PO'ed have 
been rendered in a rather 
distinctive style. Some of the 
characters are just out-and-out 
weird; take the butt guys, for 
instance. These nasty-ass crit¬ 
ters shoot stinky poop-projec¬ 
tiles at you. You don't exactly see 
that every day. 

Without a doubt, one of the 
most appealing aspects of the 
game is the fact that it gives the 
player a great feeling of control 
over his surroundings. Thanks to 
newcomer game developer Any 
Channel, PO’ed offers a much-appreciated 
twist to a genre which has grown 
somewhat tiresome. The only gripe I 
have with the game is fluidity of 
movement; texture-mapped walls 
and other elements put quite a drain 
on the 3DO’s hardware abilities and 
as a result, the graphics plod along 
at a less-than-desirable pace. Still, 
PO’ed looks promising. 3DO own¬ 
ers should definitely make it a point 
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A long time ago, in an arcade far, far 
away, I once played a game called 
Commando. It was by a little- 
known company called Japan Capsule 
Computing. They later shortened their 
name to Capcom and made a couple of 
beat-'em-ups you may have heard of. 
Commando though, was a work of genius. 
Captain Quazar is attempting to borrow 
from that genius. 

And it seems they've managed to do a 
remarkably nice job. Captain Quazar is a 
"wacky" romp through the dark reaches of 


that’s about where the similarity ends, 
because this game is about random, 
unjustifiable violence. Basically, as far 
as we can tell, your sole task is to wipe I 
out all forms of alien life, especially the ; I 
tentacled variety. 

To this end you have to rush around I 
a scrolling background laying waste to I 
everything you encounter. That would i 
be fun in itself, but there are minor I 
puzzles to solve and some pretty major I 
weapons to collect. 

Best of all is the fact that you can blow 
up virtually every object you encounter. I 
like to blow things up and so this came as 
a refreshing change, certainly as far 
as 3DO games are concerned. 

Sadly though, the graphics fail to 
live up to the promise of the game- 
play. You really should be able to ex¬ 
pect more from a 32-bit system and 
choppy scrolling is unforgivable. 

The sprites are funny, but slightly 
chunky. Many of the visual failings 
are eclipsed by a fun and (literally) 
explosive soundtrack. There's a little 
work to be done on this yet, but so 
far it looks just dandy. 

—Frank O'Connor 
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S ega's Saturn looks like it’s finally 
coming of age. Criticism has been 
levelled at the machine since its : 
launch in Japan in November last year. 
Much of that criticism has been pointed 
squarely at the Saturn's inability to handle 
3-D environments, especially compared 
with the Sony PlayStation. Virtua Fighter 2 
is here to settle those arguments. 

The game is at a very early stage, but 
already Sega’s AM2 division is making lofty 
promises about the performance of their 
new graphics engine. Sega are officially 
claiming that Virtua Fighter 2 on Saturn will 
be indistinguishable from its arcade parent. 

The Virtua Fighter 2 arcade machine is 
perhaps the most impressive-looking game 
around. The characters are fully texture- 


mapped and move convinc¬ 
ingly in a 3-D environment, 
unmatched in any other 
game. To port this to Sega's 
Saturn would not only be a 
miracle of programming compromise, it 
would be the most solid business decision 
Sega will ever make. 

If Virtua Fighter 2 is as good as Sega 
are promising, then they will tie up the 
Japanese market for good. Virtua Fighter 2 
has been number one In the Japanese ar¬ 
cade charts since its launch almost a year 
ago. It has attained a level of success the 
industry hasn't seen since Street Fighter 2, 
or less recently, Pac-Man. This is the most 
important property Sega owns. 

Sega still has a lot of work to do, but 
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IF YOU FALL WHILE BLADING AT 


8§ MPK 



YOU COULD GRIND OFF 

5 pounds of ffesb. 

BY THE WAY; THE GUY NEXT TO YOU THINKS YOU COULD 

LOSE SOME 
WEIGHT. 


You’re choking on a large piece of dirt, you’ve got a Boot in your face and you swear you just lost 
your ear. You’re either dead or^0$repl ay ing ESl^f Ex^geme Games'. Only on Sony' PlayStation. The 
object of the game is simple. Bike, blade, luge or board your -way through the rocky crags ofVtah 
If Junglesof South America andfour other radical courses while your opponent tries to plai^stickball 
with your skull■ Simple, right? The Sony PlayStation provides 3 -D graphics and superfast ultra 
realistic game play. So when the mountain biker kicks you in the face, you’ll p|£jyCj£0j"jQ|"j 
become road pizza in beautiful 3-D. Now, who’s ready to start dieting? u r 
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There is, however, a small price to be 
paid for such an achievement. While the 
graphics themselves generate smoothly 
enough on-screen (Sega claims the game 
is exactly the same as the arcade), the 
overall speed is slightly slower than its 
coin-op counterpart. On the other hand 
though, only die-hard VC fanatics will prob¬ 
ably ever notice the difference between the 
two in this respect. 

Sound effects have been ported straight 
over from the original, and they come off 
ultra-sharp. Voices and music have also 

level of care. 

The game will come packed with one 


brightly-colored Stunner Light gun—which 
not only looks exactly like the one tied to a 
VC arcade cabinet, but weighs about the 
same as well—for $79.95. Not a bad deal 

its own at around 40 bucks. 

This game, along with Virtua Fighter 
2 , will undoubtedly boost sales of Sega's 
32-bit machine, and with good reason: 
These games are a quantum-leap, techno¬ 
logically, ahead of previous efforts. Sega is 
only now beginning to realize the hard- 

for Saturn owners tired of being harassed 
by the PlayStation locals. 

—Jim Loftus 
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ould it 
be pos¬ 
sible? 
Could 
the 


C 

Saturn be the definitive 
system of choice this 
Christmas? Might the 
once-scorned Sega 
machine be as power¬ 
ful, if not more so than 
the Sony PlayStation? 
At Sega’s recent 
Gamer’s Day spectac¬ 
ular, a couple of revela¬ 
tions were made that 
may change the course 
of Christmas. 


Sega's Gamers Day is a chance for 
the mighty Japanese corporation to show 
off its new product to America’s press. 
This is when the company makes its big 
announcements, but this year, for the 
first time, Sega invited third-party soft¬ 
ware developers to bring their wares 

The Sega Saturn has suffered far 
more bad press than the PlayStation. 
Most of this press has been directed at 
either the pricing of the unit or the techni¬ 
cal failings it was assumed to have. Sega 
put two powerful 32-bit Hitachi proces¬ 
sors in the machine, but it was widely 
believed that the messy architecture 
meant that the power of these chips 
could never be fully realized. At Gamer's 
Day, Sega finally put paid to that belief. 

Ultimate Gamer has always taken a 
somewhat cynical stance when it comes 
to Saturn technology, but I'm afraid 

Why? In short, a little game I like to call 

Virtua Fighter 2. 



This game never had the impact 
in the US that it did in Japan, but it still 
stands tall as a brilliant example of what 
can be achieved with a lot of polygons 
and a lot of hard work. The graphics are 
utterly stunning and have yet to be 
surpassed, the good (and indeed incredi¬ 
ble) news for you Saturn owners is that 
the home version looks like it’s going to 
be identical. 

Sega's AM2 research department is 
responsible for both the arcade original 
and the Saturn conversion. Virtua Fighter 
2 is a quantum leap from the rather dis¬ 
appointing conversion of Daytona USA. 

To bring you up to date, the version of 
Virtua Fighter 2 currently working on the 
Saturn is running at a phenomenal 60 
frames per second, with every single 
polygon intact. There will be some com¬ 
promise in the final version when Sega 
adds the real 3-D backgrounds, including 
the astonishing bridge level. The charac¬ 
ters will of course retain all their arcade 
moves, and rumor has it that the home 
version will include a couple of features 


Virtua Fighter purists should note that 
the Saturn version will be based on the 
revised arcade machine, with a couple of 
bugs and flaws fixed. 

As if that wasn't enough to whet your 
appetite, Sega also unveiled a final ver¬ 
sion of Virtua Cop, complete with the 
Stunner Light Gun. This, as far as we can 
tell, is an utterly perfect copy of the 
arcade machine. The fact that the gun 
feels so good is a great help. All the lev¬ 
els are there, plus all the bad guys, as 
well as the spectacular graphics that 
made the coin-op such a huge smash hit 

Sega also previewed a very early ver¬ 
sion of Sega Rally, the logical successor 
to Daytona. This time however, the clip¬ 
ping and frame-rate problems appear to 
have been solved and Sega Rally on 
Saturn runs as smooth as a baby's butt. 
Perfect scaling, convincing texture-map¬ 
ping and slippery mechanics make this 
the hot ticket for racing fans next year. 
Sadly though, the resplendent features 
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One shock move that Sega did pull off 

Day was the launch of the Nomad 
portable Genesis unit. You can read the 
in-depth scoop in our news section but 
suffice it to say the little beast impressed 
everyone who tried it. Unfortunately, the 
price and the short battery life of the 
machine make it less than the perfect 
unit it initially appears to be. That said, if 
you have a little cash, this is the best 
companion you could ever hope to take 
on a journey, and all this without trading 
in your Genesis carts. 

One thing this release does is put the 
Virtual Boy in a great deal of jeopardy. At 
the same price point, with a huge catalog 
of games and a more immediately 
impressive display system, Nomad 
seems to have what it takes to defeat 
Nintendo’s newie. However, many indus¬ 
try pundits are suggesting that there sim¬ 
ply isn't a market for this kind of toy in 
the first place. So, the basic message 
thus far is that the Nomad is cool and 


One thing that did become evident 
during Gamer's Day was the rising quality 
level of Sega 32X and Genesis product. 
Although it looks like the Neptune 32X- 
based console will never see the light of 
day, Sega had definite, if not overwhelm¬ 
ing plans for the Genesis add-on. 

Perhaps the most impressive piece of 
software displayed for this machine was 
a conversion of X-Men. Not only did it 
feature amazing rendered characters 
from the game, but also a 3-D graphic 
routine that made the Saturn look stupid. 
Characters could walk through the 
scrolling landscape, battling the usual 
Ninja thugs, but also wander in and out 
of the backgrounds at will. The effect is 
silky smooth and highly impressive. 

The much vaunted Spider Man Web 
Of Fire was there, but was hardly any¬ 
thing to write home about. What you 
could happily have written home about 
was the Genesis version of Vectorman, 
all but complete and resplendent in its 
glory. This game takes the Genesis to 
new technical heights, pushing the 
ancient machine to extremities that 
wouldn't have been thought possible just 
a few short years ago. 

Super NES owners. The fact that the life 
of the 16-bit machine is still far from 
over should comfort parents through 
those cold pre-Christmas months. 
Fans of Eternal Champions may 
interested to know that some of their 
favorite characters will be showing 
up in a new scrolling beat-’em-up 
called XPerts. It looks a little bit like 
Double Dragon, but with fully ren¬ 
dered characters and some pretty 
decent backdrops. 






32X games are looking better than anyone 
ever thought they would; in some cases, 
close to Saturn quality. 
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boost of adrenaline and visual impact. If any game 
gives a fair demonstration of what can be achieved with 
PlayStation, it’s Wipeout. 

It gets better still. The gameplay is awesome. At first 
it seems ridiculously simple. Speed round the track, 
overtake the opposition and try not to crash. Soon you 
discover the weapon pick-ups, which endow you with 
features like homing missiles, mines and the incredible 
speed boost. Learning to use these prudently will prove 
to be half the battle. 

The graphics fly past with speed and clarity you 
won't have experienced outside of an arcade. The poly¬ 
gon clipping is decent and the use of color superb. All 

“The best reason to 
own a PlayStation” 

this visual flair is backed up by an awesome soundtrack 
featuring bands like Orbital. And just when you thought 
it couldn’t get any better, you discover the inclusion of 
a two-player PlayStation link-up facility. Get ahold of a 
pal with a PlayStation and another copy of Wipeout and 
you are in for the ride of your life. Simple, clean, beauti¬ 
ful and fun. Kind of like having a supermodel in your 
bathtub. Only better. 
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Fighter games, with fancy graphics. 

“Plays exactly like the 
other games” 

All the moves and sound effects are exactly the same as 
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arrived and to be honest, I don't know if 
driving games will ever be the same again. 

The E 3 show back in May debuted only a handful 
of “I’ve absolutely gotta have this" games, one of 
which was this little marvel. The minute I caught 
the video monitor filled with never-before-attempted 
scenes of mass destruction, I knew that it was 
something unique. Now that the final version is 

“Check your drawers 
on this one.” 

complete, I gotta say that almost all my hopes for 
the game have been fulfilled. 

The game involves traditional demolition derby- 
style action; you know, the type of recreational 
activity primarily associated with trailer-trash 
hicks from Omaha, Nebraska. But who doesn’t 
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let’s get back to the real issue at hand—how’s the 
actual game? Well, I'm pleased to report that 
although Philosoma doesn’t break much new 
ground playability-wise, what it does do is deliver 
a fairly good dose of fun. 

“Kill ’em all!” 

The game is a mix of side- and vertical¬ 
scrolling action, with the emphasis, of course, on 
the complete and utter destruction of anything 
that moves. That’s a good thing. Nothing beats 
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PlayStation so far. 

“Great big robots, 
teeny weeny game” 

unconvincing, slightly choppy 3-D environment. The 
music, sounds and graphics are all very professional, 
but the simplistic nature of the gameplay soon becomes 
tiring and the lack of variety is unforgivable. Gundam 
fans will get a kick out of the attention to detail and the 
highly realistic Gundam robots, but anyone looking for 
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Racer and certainly this contains a lot more in 
terms of simple variety. 

“Road Rash with a 
much needed boost” 

This is Sony Electronic Publishing’s first PlayStation 
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“I feel cheated!” 

























game you might only play a few times in an 

“One off the best 
pinball sims ever” 

arcade. Sometimes though, a pinball game 
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monotonous and redundant gameplay. Think of a 
special move from a fighting game and you can 

“A reasonably 
boring fighter” 

bet it’s here, unchanged and slightly poorer in 
appearance. The graphics are quite drab, leaving 
lots to the imagination, although the scaling of 
backgrounds and sprites is very smooth. 

There aren't too many fighting games on the 
Saturn, but both Mortal Kombat 2 and Street 
Fighter: The Movie are much, much better than 
this. Our advice? Avoid it and don’t be taken in by 
the flashy graphics. Frank O'Connor 
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short in providing true fighting-game fanatics much 
more than mediocrity. 

“Shades of IMeo Geo.” 

They tried. They really did. Heavily influenced by the 
Neo*Geo library of fighting titles, Data East has assembled 
a game that contains many nice traits. Dark Legend’s main 
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dered, polygon form. And it's hard to play. 

“For Samaritans with 
gigantic brains” 

Very hard in fact. Lemmings 3D has the same basic 
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The gameplay is highly derivative of all the fighting games 
you’ve ever see, but it does have a few features you'll only ever 
find in the Mortal Kombat series. These include the now- 
famous fatalities, babalities and friendship moves. All of these 
special moves are utterly useless in the course of the game, 

“The definitive version of 

Mortal Kombat 2” 

but when you beat an opponent, it’s a good chance to show off 
your memory, reflex and skill. As a fighting game, Mortal 
Kombat has a couple of major flaws, the greatest of these is 
the similarity between characters. Almost all the characters 
behave in exactly the same way during conventional fighting, 
they have the same arsenal of kicks and punches and their only 
real differences are in their special moves. 
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sounds just about perfect. 

The game gives you an almost silly number of 

“Looks a bit better 
than it plays” 

options, allowing you to view the court from literally 
any angle, even underneath the court. In fact, our 
intrepid reviewer Jim Loftus spent an awful long 
time trying to look up one of the girl player's skirt. 

When you’ve stopped trying to get cheap thrills 
from the girl sprites, you’ll discover a couple of 
problems with the gameplay. For a start, it’s nigh-on 
impossible to play the game from certain “camera” 
angles, and even when you find your perfect view, 
you’ll still have some problems. 

Serving is easy, but return shots are limited by 
the character’s speed of response. This game is 
nowhere near as forgiving as Super Tennis, for 
example. Actually, on that note, tennis fans might be 
interested to know that the guys who brought you 
Super Tennis on the Super NES, are hard at work 
finishing a PlayStation tennis title. It may well be 
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TOTAL ECLIPSE 


A s the 3DO version of Total Eclipse passes 

into the annals of gaming history, so the 

PlayStation version arrives with more of 
a whimper than a bang. Although this version 
has the addition of the “turbo" moniker, it hardly 
expands on the original concept. 

“Much better than the 
3D0 version” 

Both graphics and controls have been improved and 
updated, making this an easier and more enjoyable 
game-play experience. The frame rate has been 
increased to provide smoother images, and the sprite 
scaling is a hell of a lot more convincing than before. 
Some of the the 3DO version’s problems still remain, 
such as confusing graphics and a stupid difficulty curve, 
but all in all, this is a fine little STARFOX-type shooter. 
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as anything else, but at least marks a departure 
for PlayStation gaming.. 

“A nice change from 
fighting and shooting” 

delight, based on the successful series of novels by Terry 
Pratchett. If you liked Hitchhiker's Guide or even 
Monty Python, then the distinctly surreal British humor 
may tickle your funny bone. If not, you can at least enjoy 
the involving gameplay and beautiful graphics. All the char¬ 
acters talk and a couple of the voices are supplied by 
Monty Python stalwart Eric Idle. It's all very harmless and 























































































































We here at Ultimate Gamer 

understand that even the best of play¬ 
ers may have a bad day every now and 

unnecessary mass-murders taking 
place, we feel it’s our duty to arm you 
with nothing but the very best tips and 
codes available. Depend on Tactical 

your gaming problems. 


BATTLE ARENA TOSHINDEN 


I SPECIAL |j 

Developed by Takara, Battle Arena Toshinden is one of the greatest fighting games available for home systems, 
and it’s also an excellent example of just how powerful the PlayStation is. There are some secrets in the game that 
you may have heard of, but you should also be aware that the cheats in the original Japanese version (Toh Shin 
Den) don’t necessarily work on the American release from Sony. We’ve saved the first two pages of this month’s 
Tactical to tell you all about the hidden stuff in both versions of the game. Listen, learn, read on..,. 




To play as Gaia, turn the game on and wait for the title 
screen to appear. While the words “1P GAME,” “VS HUMAN,” 
‘VS COMPUTER” and “OPTIONS” are flying in from both sides 
of the screen, quickly press 4-*«--(□ before all of the text 
appears. (Note: In the Japanese version of the game, the cor¬ 
rect motion is + *-»-£!.) You'll hear the announcer yell, “Fight!” 
and the small text on the title screen will change from blue to 
pink. If you don’t get it to register the first time, you must wait 
for the demo to begin or start a game and cancel to return to 
the title screen; the code will not work if you are returning to the 
title screen from the Options menu. Once the code is in, start 
a game. At the fighter-select screen, highlight Eiji, hold Up on 
the D-pad and press any actbn button. Now you’re playing as 
Gaia, the game’s first boss. 



To play as Sho you must first enter the Gaia code. Next, 
wait for the title screen to appear again as previously 
described. This time, while the words are flying into the screen, 
press on Controller 2; you’ll hear “Fight!” again and 

the text will change from pink to a greenish color. (Use 
-»4> instead for the Japanese version.) With that code in 
place, start a game. At the fighter-select screen, highlight 
Kayin, hold Down on the D-pad and press any action button. 
Now you’re playing as Sho, the game’s final boss. 

To play as the alternate-color version of Gaia or Sho, just 
press SELECT before you hold the appropriate direction on the 
D-pad as described while choosing each character. Also, if you 
haven’t already figured it out, both players can choose to play 
as Gaia or Sho once the proper codes are enabled. 
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To get up close and personal with the polygons in Toshinden, called “Your Self.” Choose it, and you’ll gain access to eight new 
try these camera-control tricks. First, visit the Options menu and Control Type settings—labeled A5 through H5—with "Camera 
set your Control Type to “H2.” Now move down to the Camera X” and “Camera Y” functions assigned to the L and R buttons 
Action setting; you’ll find that there is a new camera angle option on top of the controller. 



Now the fun starts. Choose one of the new Control Type set¬ 
tings and start a game. Note that the top buttons work as follows: 
R1—Rotate clockwise 
LI—Rotate counter-clockwise 
R2—Tilt forward 
L2—Tilt backward 

To access additional camera controls, press the START but¬ 
ton to pause the game. While the “Pause” menu is on the 
screen, hold all four action buttons (square, triangle, circle and 
X) and press the SELECT button once to make the pause menu 
disappear; press it again to remove the energy bars. (Note: You 
can use this trick at any time, even if you’re not messing with the 
camera angles. It's fun to fight with no energy bars; you never 
know who’s winning until the round is over! To restore the Pause 
menu and energy bars, just pause the game, hold the four 

Anyway, while the game is still paused with the Pause menu 


and energy bars removed, the: controller has six new secret 
functions as follows: 

LI—Pan left 
R1—Pan right 
L2—Zoom in 
R2—Zoom out 
D-pad Up—Pan up 
D-pad Down—Pan down 

Pressing the SELECT button repeatedly on Controller 2 will 
allow you step through the character animation one “frame” at a 
time; holding it down will allow you to play the game in super 
slow-motion. Press SELECT on Controller 1 to toggle between 
the rotate/tilt camera controls and the pan/zoom controls. 

One interesting side effect of this code is that the individual 
polygons that make up the characters’ bodies will disappear if 
you zoom too close to them. Take advantage of this trick to see 
through parts of Ellis’ clothing or get a good look at Gaia’s face! 
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RAYMAN 

• Infinite Continues 


If you’re having trouble getting 
through Rayman.. .well, buy a mem¬ 
ory card, for crying out loud! But 
seriously, here’s a cheat that will 
help you out. When you lose your 
last life and the Game 
Over/Continue screen appears, 
press Up, Down, Right, Left. (Note: 
This only works if the number of con¬ 
tinues remaining is three or less.) If 
you’ve done it correctly, you’ll see 
your continue counter jump to 10. 
Repeat this code to reset the 
counter to 10 whenever you’re run¬ 
ning low on continues. 



• Picture-in-Picture 
Here’s a weird code that Ubi Soft put 
into Rayman just to show off what 
the PlayStation is capable of. During 
the game, press START to pause, 
then hold the R2 button down and 
press O, O, Left, O, O. A duplicate, 
moving image of the TV screen will 
appear in a window at the top of the 
normal screen. This code doesn’t 
affect gameplay, it’s just cool to look 
at. To remove the picture-in-picture 
window, just enter the code again. 


3D0 



GEX 

• Free Power-Ups 

Most of the power-up items in Gex 
can be activated on demand, when¬ 
ever you need them. To use these 
cheats, just press the P button to 
pause the game, then hold the R 
button and enter the code. 

Blue Firefly (ice balls): Pause, hold 
the R button and press Left, C, 
Down, B, Left, Up, Right, B, A, 
Left, Left, Down. 

Red Firefly (fire balls): Pause, hold 
the R button and press Left, C, 
Down, Right, Right, Down, B, A, 
Left, Left, Down. 

Yellow Firefly (electricity): Pause, 
hold the R button and press Left, C, 
Down, Right, Right, Left. 
Grasshopper (jump higher): Pause, 
hold the R button and press Left, C, 
Down, Right, Up, B, B, Right, 
Right. 

Centipede (run faster): Pause, hold 
the R button and press Left, C, 
Down, Right, Up, Up, Up, Right, 
Right. 

Caterpillar (invincibility): Pause, hold 
the R button and press Left, C, 
Down, Up, Up, C, Left, Right, 
Right. 



It’s not hard to earn lots of extra lives 
in Gex, but if you’re really lazy, 
here’s a super cheat that boosts 
your reserves. Press the P button to 
pause the game, then hold the R 
button and press Left, C, Down, 
Down, Right, A, C, Up, Left, A. 
Notice that your life counter has 
maxed out at 99. 



• Stage Select 

Here’s the best Gex cheat of all; a 
full-blown stage select menu that 
allows you to warp to different 
stages and different areas of the 
map. You must be at a map screen 
for this trick to work. Here goes: At 
any map screen, press P to pause, 
then hold the R button and press 
Left, C, Down, Left, Right, Right, 
Up, Right, Right. The top-secret 
stage-select menu will appear. Be 
careful when using the menu, as 
some of the options may cause the 
3DO to reboot. You may even find 
some unfinished stages that didn’t 
make it into the final game. One of 
these is “Secret 1”; check out the 
springy couches! 



Note: You may find it easier to 
remember these cheats if you’re 
aware that each code spells a word 
with the controller buttons. In addi¬ 
tion to A, B and C, think of the direc¬ 
tions on the D-pad as letters: U, D, L 
and R (for Up/Down/Left/Right) and 
N, S, E and W (for North/South/East/ 
West.) The stage-select code above 
actually spells out “LCD WEENEE”; 
that is, Left, C, Down, West, East, 
East, North, East, East (or Left, C, 
Down, Left, Right, Right, Up, 
Right, Right.) The other codes can 
be much more easily remembered 
as follows: 

LCD BLUEBALLS 
LCD REDBALLS 
LCD EEL 
LCD RUBBER 
LCD RUNNER 
LCD NUCLEAR 
LCD DRACULA 









• Stage Skip 

To warp your way through the 
stages of Rebel Assault with ea 
start the game and wait for the 


LucasArts logo to spin onto the 
screen. As soon as it starts to 
appear, press Up+A, Down+A, 

Left, A, Right+A; repeat this code 
until you hear a bell ring and a cho¬ 
rus of voices singing, "LucasArts!” 
With this cheat in place, start the 
game. When you want to skip any 
stage, just press the C button to be 
warped instantly to the next one. 

SYNDICATE 

• Cheat Password 
Start the game and choose 
“Configure Company” from the main 
menu. Select the “Company Name” 
option and enter “NGOR MAT’ as 
the name of your company (with a 
space between the “R” and the “M”.) 
Now choose “Begin Mission;” you’ll 
find that every location on the map is 
available for you to play. You’ll also 
have tons of extra money to buy as 
many agents and weapons as you 



WING COMMANDER III: 
HEART OF THE TIGER 

• Cheat Menu 

To access the cheat menu in the 
3DO version of WC ill, you need to 
reach the “New Game/Load 
Game/Continue” menu screen. (This 
screen will appear automatically if 
you have a saved game in memory; 
if you can’t get there, the easiest 
thing to do is to fly the first mission 
and get killed. The “Continue” menu 


will appear after the “Funeral.”) At 
the “Continue” menu, press and hold 
the L button, then press and hold 
the P button; you’ll see the cursor 
cycling through the available 
options. Continue to hold those but¬ 
tons down and press A while the 
word “Continue” is highlighted; you'll 
get a debug menu with tons of 
options. Some of them simply don’t 
work (“Gameflow Flags,” “Test 
Stream” and ‘Test SFX”) and others 
will prevent you from returning to the 
game without restarting the machine 
(the words “C to exit” will disappear 
from the main menu.) “Pick Mission” 
allows you to play any mission, “Play 
Movie” and “Play Inflight Movie” 
allow you to watch the game's FMV 
scenes and “Show Sprites” and 
“View Objects” let you see the items 
and backgrounds. Better yet: Pick a 
tough stage and start the game. 
During the mission, hold L and press 
P to return to the debug menu. 
Choose “System Flags” and change 
the first two options to “False.” Now 
you can’t be killed, you can’t crash 
into any other ships and when your 
weapons are locked on to an enemy, 
hold X and press A to instantly kill 
them with the “Finger of Death!” 


VIRTUAL BOY 



If you see your weapons “lock on” to 
a wall or obstacle when there are no 
enemies in the area, chances are 
you’ve found one of the game’s hid¬ 
den bonus items—just shoot at the 
spot where your weapons have 
locked and they will appear. Called 
the “Bowwow Bonus” and “Mirow 
Bonus,” they look like a dog’s face 
and cat’s face, respectively. Look for 
them in every stage; they’re worth 
5,000 points each. 

There are lots of other hidden 
secrets in Red Alarm. Try flying 
through the first few tunnels in Stage 
2, then return to the beginning of the 


stage; you’ll find a family of scav¬ 
enging dinosaurs. Don't shoot the 
mother! Other invisible items won’t 
appear until you shoot them; unlike 
the dog and cat bonuses, your 
weapons won’t lock on to these 
mysterious items. Can you find the 
hidden Nintendo hardware in the 
first stage? 


SEGA CD 



EARTHWORM JIM SPECIAL 
EDITION 

• Shiny’s Revenge 
Why did Earthworm Jim fail to 
become the best-selling, most popu¬ 
lar title in the history of video 
games? No reflection on the game’s 
quality, that’s for sure. No, the real 
reason is because good old 
Nintendo decided to release the 
blockbuster Donkey Kong Country 
at the same time as Jim hit the 
shelves. Developer Shiny 
Entertainment knows this, and that’s 
why there’s a special code in the 
Sega CD version of Jim that gives 
your character the head of Donkey 
Kong...with an arrow through it! To 
see this bitter commentary on the 
fickleness of the game-buying audi¬ 
ence, just press START to pause, 
then press Down+C, B, A, A, A, A, 
B, C and unpause. 


WIN FREE GAMES! 

If you have something you’d like to 
see posted here in Tactical, send us 
your tips! If your secret is printed, 
we’ll send you the game of your 
choice for any system! 

(are we generous, or what?) 

Send all information to: 

Ultimate Gamer 

8484 Wilshlre Blwd. Suite 900 

Beverly Hills, CA 90211 











Every month, we step into the Ultimate Gamer Time Machine and relive those early days 
of gaming. This month, we examine a very unique stand-alone game machine: Vectrex. 


Gaming 

Alternatives 
















gles used to simulate three-dimensional gameplay in conjunction 
with special 3-D software. Only two 3-D games were ever re¬ 
leased: 3-D Crazy Coaster and 3-D Narrow Escape. The 

Vectrex Light Pen was an interesting piece of equipment; it 
allowed the user to draw brightly-lit images directly onto the face 
of the Vectrex monitor. AnimAction was a program which en¬ 
abled wannabe artists to create simple frame-by-frame animation 
routines. GCE is to be commended for their efforts in bringing 
unique video game products to market. 

The Vectrex, like every other console, fell victim to the evil 
crash of ’84. By the end of 1985, complete systems were re¬ 
ported to be selling for around 50 bucks—brand-new and fac¬ 
tory-sealed, at that. Yes, Vectrex had garnered a considerable 
following, but as fate would have it, it ran out of gas before it 
could reach its full potential. For the short period of time it was 
on store shelves though, GCE did a tremendous job providing 
gamers with a great source for vector coin-op action. 

—Jim Loftus 
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FRIENDSHIP? 








Our goal is to preserve classic video game magazines so that 
they are not lost permanently. 


People interested in helping out in any capacity. 
Please visit us at www.retromags.com 


No profit is made from these scans, nor do we offer anything 
available from the Publishers themselves. 


If you come across anyone selling releases from 
te, please do not support them and do let us know. 




